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SPECIFICATION 

GAME INFORMATION, INFORMATION STORAGE MEDIUM AND GAME 

APPARATUS 

Technical Field 
[ 0001] 

The present invention relates to game information, 
an information storage medium for storing the game 
information, and a game apparatus. 

Background Art 
[ 0002] 

There has been known such a technology that a 
position detecting device, such as a digitizer, is 
applied to a game apparatus, the position detecting 
device having a combination of a coordinates pointing 
device and a pointed-coordinates detecting device. For 
example, as disclosed in Patent Document 1, there has 
been known a game apparatus for playing shogi (Japanese 
chess) that includes a chessboard as a digitizer and a 
chess piece as a pointer to be placed on the digitizer. 
Specifically, the digitizer has a sensor to detect a 
position of the pointer in such a way that an induction 
voltage is induced in a loop coil provided in the sensor 
side corresponding to a radio wave generated by a coil in 
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a tuning circuit embedded in the pointer. Further, the 
digitizer detects a direction and the front and back 
surfaces of the pointer such that the output level of the 
radio wave output from the pointer-side coil differs in 
the front and rear sides and the front and back surfaces 
of the pointer. 
[ 0003] 

On the other hand, with the recent advance in RFID 
(radio frequency identification) technology, a technique 
of RFID data carriers applied to in a game field has been 
known. For example, as disclosed in Patent document 2, 
when a game piece on hand is placed in a communication 
area of an RFID reader-writer before starting a game, ID 
information stored in the game piece is read out, and a 
data carrier list is produced with the read ID 
information associated with a player. After starting the 
game, when the game piece is placed in the communication 
area of the RFID reader-writer, the ID information is 
read, and it is determined to which player the placed 
game piece belongs with reference to the data carrier 
list. For example, when a game piece, having a figure 
formed in a game item, is placed in the communication 
area of the RFID reader-writer, it is checked to which 
player the read ID information corresponds in the data 
carrier list, and the effect due to the use of the game 
item is attributed to the corresponding player. 
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[ 0004] 

Patent document 1: JP-Tokuk:ai-Hei-07-323109A 
Patent document 2: JP-Tokukai-2002-325970A 

Disclosure of the Invention 

Problem to be solved by the invention 

[ 0005] 

However, in the technology disclosed in patent 
document 2, when the game piece is placed in the 
communication area of the RFID reader-writer as an object 
to be detected, the player to whom the game piece belongs 
is identified, so that the object like a character simply 
appears in a game space as a supporter of the player side. 
In the technology disclosed in patent document 1, the 
digitizer detects a plurality of pointers placed thereon 
as objects to be detected, and also detects the direction 
and the front and back surfaces of each pointer to 
proceed the game, but when the placed position or 
direction of the pointer changes on the digitizer, 
processing is not executed corresponding to the amount of 
change, directional change, or a moving path of the 
pointer. An object of the invention is to provide a game 
apparatus in which movement of a character appearing in a 
game space is controlled depending on input operations 
for a placed object to be detected. 
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Means to solve the problems 
[ 0006] 

In order to achieve the object mentioned above, in a 
first aspect of the invention, game information causes an 
apparatus similar to a computer to function, the 
apparatus connected to an input system that includes a 
tablet using an electromagnetic induction method and a 
formed object, the formed object including a coil for 
performing predetermined communication using the 
electromagnetic induction method when placed on the 
tablet, and a memory for storing identification 
information on the formed object, so that, when the 
formed object is placed on the tablet, the apparatus 
obtains from the input system the placed position and the 
direction on the tablet, and identification information 
on the formed object, wherein the apparatus is caused to 
function as: a change detecting unit (for example, state 
change detecting section 224 in FIG. 10) for detecting a 
change of the placed position and the direction obtained 
from the input system; a selecting unit (for example, 
fight controller 222 in FIG. 10) for selecting character 
information corresponding to the identification 
information obtained from the input system out of a 
plurality of character information, each character 
information (for example, toy character information 4 60 
in FIG. 14) including image information on a character 
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imitating a figure of the formed object and associated 
with the identification information on the formed object 
(for example, ID code in FIG. 9B) ; a character control 
unit (for example, fight controller 222 in FIG. 10) for 
disposing the character, imitating the figure of the 
formed object placed on the tablet, in a game space 
according to the character information selected by the 
selecting unit, and for controlling motion and movement 
of the character according to the change detected by the 
change detecting unit; and an image generating unit (for 
example, image generating section 240 in FIG. 10) for 
generating an image in the game space including the 
character controlled by the character control unit. 
[ 0007] 

Here, the game information unit information 
approximately the same as programs applied to processing 
by a computer such as the game apparatus. 
[ 0008] 

In accordance with a second aspect of the invention, 
a game apparatus, which is connected to an input system 
comprising: a tablet using an electromagnetic induction 
method; and a formed object incorporating a coil for 
performing predetermined communication with the tablet 
using an electromagnetic induction method when placed on 
the tablet, and a memory for storing identification 
information on the formed object, so that the apparatus 
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obtains from the input system a placed position and a 
direction on the tablet, and identification information 
on the formed object when the formed object is placed on 
the tablet, comprises: a change detecting unit for 
detecting a change of the placed position and the 
direction obtained from the input system; a selecting 
unit for selecting character information corresponding to 
the identification information obtained from the input 
system out of a plurality of character information, each 
of which includes image information on a character 
imitating a figure of the formed object and is associated 
with the identification information on the formed object; 
a character control unit for disposing the character, 
imitating the figure of the formed object placed on the 
tablet, in a game space according to the character 
information selected by the selecting unit, and for 
controlling motion and movement of the character 
according to the change detected by the change detecting 
unit; and an image generating unit for generating an 
image in the game space including the character 
controlled by the character control unit. 
[ 0009] 

According to the first or second aspect of the 
invention, the apparatus can select the character 
information including the image information on the 
character imitating the figure of the formed object. 
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based on the identification information on the formed 
object placed on the tablet^ and dispose the character 
imitating the figure of the formed object in the game 
space, based on the selected character information. 
Further, the apparatus can control the motion and 
movement of the character based on the change of the 
placed position and direction of the formed object placed 
on the tablet. 
[ 0010] 

Preferably, in the above-described game information, 
the apparatus further functions as a correlating area 
setting unit (for example, fight controller 222 in FIG. 
10) for setting in the game space an area correlating 
with a placement detectable area on the tablet, and the 
character control unit disposes the character, imitating 
the figure of the formed object placed on the tablet, at 
a position in the game space correlating with the placed 
position obtained from the input system with the 
direction obtained from the input system with reference 
to the area in the game space set by the correlating area 
setting unit. 
[ 0011] 

With this, an area in the game space is set 
correlated with the placement detectable area. Referring 
to the set area in the game space, the character 
imitating the figure of the formed object can be disposed 
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at the position in the game space correlating with the 
placed position of the formed object placed on the tablet. 
[ 0012] 

Preferably, in the game information, the correlating 
area setting unit includes an area variable unit for 
making the size of the area in the game space variable, 
the size being set correlating with the placement 
detectable area on the tablet- 
[ 0013] 

With this, the size of the area in the game space 
correlating with the placement detectable area on the 
tablet is made variable. 
[ 0014] 

Preferably, in the game information, the area 
variable unit includes a first variable unit for making 
the size of the area in the game space variable, the size 
set according to and corresponding to the character 
information selected by the selecting unit. 
[ 0015] 

With this, the size of the area in the game space 
correlating with the placement detectable area on the 
tablet can be varied according to the character 
information on the character imitating the formed object 
placed on the tablet. 
[ 0016] 

Preferably, in the game information, the area 
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variable unit includes a second variable unit for making 
the size of the area in the game space variable, the size 
set according to and corresponding to game progress. 
[ 0017] 

With this, the size of the area in the game space 
correlating with the placement detectable area on the 
tablet can be varied according to the game progress. 
[ 0018] 

Preferably, in the game information, the formed 
object includes a pressure detecting part embedded 
therein for detecting pressure applied thereto from the 
outside thereof, the input system includes a detecting 
unit for detecting the pressure detected by the pressure 
detecting part with predetermined communication, the 
apparatus obtains from the input system the pressure 
detected by the detecting unit, and the character control 
unit controls motion and movement of the character based 
on the pressure obtained from the input system. 
[ 0019] 

With this, the apparatus can detect the pressure 
applied from the outside to the formed object placed on 
the tablet, and control motion and movement of the 
character imitating the figure of the formed object 
placed in the game space, based on the detected pressure 
applied to the formed object. 
[ 0020] 
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In a third aspect of the invention, game information 
causes an apparatus similar to a computer to function, 
the apparatus connected to an input system, the input 
system comprising: a tablet using an electromagnetic 
induction method; and a printed matter, which has a 
character picture printed on the printing surface thereof, 
incorporating a coil for performing predetermined 
communication using an electromagnetic induction method 
when placed on the tablet, and a memory for storing 
identification information on the printed matter, so that, 
when the printed matter is placed on the tablet, the 
apparatus obtains from the input system a placed position 
and a direction on the tablet, and identification 
information on the printed matter, wherein the apparatus 
is caused to function as: a change detecting unit for 
detecting a change of the placed position and the 
direction obtained from the input system; a selecting 
unit for selecting character information corresponding to 
the identification information obtained from the input 
system from a plurality of character information, each of 
which includes image information on the character printed 
on the printed matter and is associated with the 
identification information on the printed matter; a 
character control unit for disposing the character, 
printed on the printed matter placed on the tablet, in a 
game space according to the character information 
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selected by the selecting unit, and for controlling 
motion and movement of the character according to the 
change detected by the change detecting unit; and an 
image generating unit for generating an image in the game 
space including the character controlled by the character 
control unit. 
[ 0021] 

In a fourth aspect of the invention, a game 
apparatus, which is connected to an input system 
comprising: a tablet using an electromagnetic induction 
method; and a printed matter, which has a character 
picture on a printing surface thereof, incorporating a 
coil for performing predetermined communication using an 
electromagnetic induction method when placed on the 
tablet, and a memory for storing identification 
information on the printed matter, so that the apparatus 
obtains from the input system a placed position and a 
direction on the tablet, and identification information 
on the printed matter when the printed matter is placed 
on the tablet, comprises: a change detecting unit for 
detecting a change of the placed position and the 
direction obtained from the input system; a selecting 
unit for selecting character information corresponding to 
the identification information obtained from the input 
system out of a plurality of character information, each 
of which includes image information on a character 
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printed on the printed matter and is associated with the 
identification information on the printed matter; a 
character control unit for disposing the character, 
printed on the printed matter placed on the tablet, in a 
game space according to the character information 
selected by the selecting unit, and for controlling 
motion and movement of the character according to the 
change detected by the change detecting unit; and an 
image generating unit for generating an image in the game 
space including the character controlled by the character 
control unit. 
[ 0022] 

According to the third or the fourth aspect of the 
invention, the apparatus can select the character 
information including the image information on the 
character printed on the printed matter, based on the 
identification information on the printed matter placed 
on the tablet, and dispose the character printed on the 
printed matter in the game space, based on the selected 
character information. Further, the apparatus can 
control the motion and movement of the character based on 
the change of the placed position and direction of the 
printed matter placed on the tablet. 
[ 0023] 

Preferably, in the game information, the change 
detecting unit includes a turn detecting unit for 
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detecting a turn direction and/or an amount of turn by 
detecting a change per predetermined unit time for the 
direction obtained from the input system^ and the 
character control unit controls motion and movement of 
the character based on the turn direction and/or the 
amount of turn detected by the turn detecting unit- 
[ 0024] 

With this, by detecting the change per predetermined 
unit time for the direction of the formed object or the 
printed matter placed on the tablet, the apparatus can 
detect the turn direction and/or the amount of turn for 
the formed object or the printed matter. The apparatus 
can also control motion and movement of the character 
imitating the figure of the formed object or the 
character printed on the printed matter disposed in the 
game space, based on the detected turn direction and/or 
the detected amount of turn for the formed object or the 
printed matter. 
[ 0025] 

Preferably, in the game information, the change 
detecting unit includes a speed detecting unit for 
detecting a speed by detecting a change per predetermined 
unit time for the placed position obtained from the input 
system, and the character control unit controls motion 
and movement of the character based on the speed detected 
by the speed detecting unit. 
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[ 0026] 

With this, by detecting the change per predetermined 
unit time for the placed position, the apparatus can 
detect the moving speed of the formed object or the 
printed matter. The apparatus can also control motion 
and movement of the character imitating the figure of the 
formed object or the character printed on the printed 
matter disposed in the game space, based on the detected 
moving speed of the formed object or the printed matter. 
[ 0027] 

Preferably, in the game information, the change 
detecting unit includes a path detecting unit for 
detecting a path by detecting a continuous change of the 
placed position obtained from the input system, and the 
character control unit controls motion and movement of 
the character based on the path detected by the path 
detecting unit. 
[ 0028] 

With this, by detecting the continuous change of the 
placed position of the formed object or the printed 
matter placed on the tablet, the apparatus can detect the 
moving path of the formed object or the printed matter. 
The apparatus can also control motion and movement of the 
character imitating the figure of the formed object or 
the character printed on the printed matter disposed in 
the game space, based on the detected moving path of the 
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formed object or the printed matter. 
[ 0029] 

According to a fifth aspect of the invention, an 
information storage medium stores the game information 
according to the first aspect or the third aspect, and is 
readable by the apparatus similar to a computer 
[ 0030] 

With this, the apparatus similar to a computer can 
read out the game information from the information 
storage medium to execute arithmetic processing, thereby 
implementing an information storage medium achieving the 
same effect as in the game information described above. 

Effects of the invention 
[ 0031] 

According to the invention, the game apparatus can 
select the character information including the image 
information on the character imitating the figure of the 
formed object, based on the identification information on 
the formed object placed on the tablet, and dispose the 
character imitating the figure of the formed object in 
the game space, based on the selected character 
information. Further, the apparatus can control the 
motion and movement of the character based on the change 
of the placed position and direction of the formed object 
placed on the tablet. 
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Brief Description of Drawings 
[ 0032] 

FIG. 1 illustrates one example of a general view of 
a game apparatus in case that the game apparatus of the 
present invention is applied to a home-use game system; 

FIG. 2 is a bottom view showing one example of a 
pedestal provided on a toy; 

FIG. 3A illustrates one example of a placement state 
of the toy on an input pad; 

FIG. 3B illustrates one example of a fighting area; 

FIG. 4A shows one example of movement of an 
operational-object character according to the move 
operation with respect to a placed position of the toy on 
the input pad; 

FIG. 43 shows one example of movement of an 
operational-object character according to the move 
operation with respect to a placed position of the toy on 
the input pad; 

FIG. 5A shows one example of movement of the 
operational-object character according to a right-turn 
operation of the toy on the input pad; 

FIG. 53 shows one example of movement of the 
operational-object character according to the right-turn 
operation of the toy on the input pad; 

FIG. 6A shows one example of movement of the 
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operational-object character according to a left-turn 
operation of the toy on the input pad; 

FIG. 6B shows one example of movement of the 
operational-object character according to the left-turn 
operation of the toy on the input pad; 

FIG. 7A shows one example of movement of the 
operational-object character according to a high-speed 
move operation of the toy on the input pad; 

FIG. 7B shows one example of movement of the 
operational-object character according to a high-speed 
move operation of the toy on the input pad; 

FIG. 8 shows one of a fighting screen displayed 
according to double taps of the toy on the input pad; 

FIG. 9A is a block diagram showing one example of an 
internal configuration of the toy 

FIG. 9B is a diagram showing one example of an ID 

code; 

FIG. 10 is a block diagram showing an internal 
configuration of the game apparatus and the input pad 
connected to the game apparatus; 

FIG. 11 is a diagram showing one example of 
placement-state history information; 

FIG. 12 is a flowchart showing operation of a fight 
controller according to execution of a fight control 
process; 

FIG. 13 is a diagram showing one example of a 
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detection area/fighting area correlation table; 

FIG. 14 is a diagram showing one example of toy 
character information; 

FIG. 15 is a diagram showing one example of action 

data; 

FIG. 16 is a diagram showing one example of player- 
holding toys information; 

FIG. 17 is a diagram showing one example of a 
hardware configuration of the game apparatus; 

FIG. 18 is a diagram showing one example of action 
patterns of the operational-object character according to 
the move operation of the toy on the input pad; and 

FIG. 19 is a block diagram showing one example of 
modifications for the internal configuration of the toy. 

Best Mode for Carrying Out of the Invention 
[ 0033] 

The present embodiment is an embodiment relating to 
a game apparatus to carry out a game called RPG (role 
playing game) , which progresses depending on 
determination by a player, and more particularly an 
embodiment in which the present invention is applied to 
fighting scenes of the RPG. A detail description will 
now be given of the game apparatus, to which the 
invention is applied, with reference to the drawings. 
[ 0034] 
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[ Outline of the Game Apparatus] 

FIG. 1 shows a general view of a home-use game 
system to which the game apparatus of the present 
invention is applied. As shown in FIG. 1, a game-system 
host device 1 is connected to a display 2, a game 
controller 3, and an input pad 40. An information 
storage medium 5, such as a CD-ROM and a DVD, is used as 
an information storage medium for storing game 
information, which is the information, such as game 
programs and game data, necessary for performing a game, 
the medium 5 being attachable to and detachable from the 
host device 1. An information storage medium 6, such as 
a memory card and an IC card, is also used as an 
information storage medium to be written therein playing 
data including information associated with game progress 
and generated according to a given timing and a save 
operation by the player. The host device 1 executes 
various processes according to the information stored in 
these information storage mediums 5 and 6. 
[ 0035] 

The game information may be obtained from an 
external device through a communication device 7 provided 
in the host device 1, the communication device 7 
connected to a communication line N. The communication 
line N means a communication path through which data can 
be sent and received. That is, it means not only a LAN, 
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such as a dedicated line (dedicated cable) for direct 
connection and Ethernet (registered trademark) , but also 
a communications network, such as a telephone network, a 
cable network and the Internet. As a communication 
method, both wired and wireless communications are 
allowable. 
[ 0036] 

The input pad 4 0 is used as an input device (input 
system) , in combination with a toy 20 as a formed object 
that points a position in a detection area (placement 
detectable area) E, forming a so-called tablet. The toy 
20 consists of a pedestal 20a and a figure part 20b, the 
pedestal" 20a incorporating a tuning circuit having a coil, 
a capacitor, an IC chip, etc. The input pad (namely, 
tablet main body) 4 0 includes a sensor embedded therein 
to detect a position coordinate in the detection area E, 
the coordinate corresponding to a placed position of the 
toy 20. The input pad 40 detects the placed position of 
the toy 20 placed in the detection area E, utilizing 
electromagnetic induction occurred between the input pad 
40 and the toy 20. 
[ 0037] 

Specifically, the input pad 40 has a lot of loop 
coils arranged therein in mesh. The pad 40 selects a 
loop coil sequentially by a selection circuit, and 
alternately connects the loop coil to a sending circuit 
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and a receiving circuit through a switching circuit. 
When the toy 20 is placed on the input pad 40^ the coil 
included in the toy 20 transmits a radio wave by tuning 
the tuning circuit embedded in the toy 20, and a voltage 
is induced in the loop coil at the time of switching the 
sending circuit to the receiving circuit. By detecting 
this induced voltage by the receiving circuit, the input 
pad 40 determines on which loop coil the toy 20 is placed. 
[ 0038] 

Further, by detecting the loop coils at the input 
pad side in which the voltage is induced as described 
above, a direction of the toy 20 can be detected. FIG. 2 
is a bottom view of the pedestal 20a provided on the toy 
20. In the drawing, disposed positions of coils 210 
embedded in the pedestal 20a are shown by broken lines. 
The direction of the toy 20 is identified by four coils 
210 embedded in the pedestal 20a. That is, positional 
relationship of coils 210 at the toy 20 side is 
recognized by position coordinates group in the detection 
area E, which corresponds to the positions of voltage- 
induced loop coils, and the direction of the toy 20 can 
be detected based on the recognized positional 
relationship of coils 210. The figure part 20b of the 
toy 20 is mounted on the pedestal 20a so that the front 
side of the figure part 20b directs, for example, upward 
in the drawing. In the embodiment, the direction is 
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determined depending on the positional relationship among 
the plurality of coils 210 embedded in the toy 20, but 
alternatively, the direction of the toy 20 may be 
determined by, for example, disposing coils having 
different inductance from one another. 
[ 0039] 

Further, the input pad 4 0 performs data 
communication with the toy 20. Specifically, responding 
to a radio wave sent from the input pad 40, the toy 20 
generates an identification signal, and sends it to the 
input pad 40, then the input pad 40 identifies the toy 20 
placed thereon based on the received identification 
signal . 
[ 0040] 

A player operates the game controller 3 and the toy 
20 on the input pad 40, viewing a game screen displayed 
on the display 2, to enjoy the game. To be concrete, the 
player operates the controller 3 according to game-story 
progress to progress the game, and when the player 
encounters an enemy character during the game progress 
and moves into a fighting mode, the player places a toy 
20 on the input pad 40 and operates the toy 20 on the 
input pad 40. 
[ 0041] 

To be more concrete, in the fighting mode, when the 
toy 20 is placed on the detection area E of the input pad 
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40/ the game apparatus identifies the placed toy 20, and 
makes a character imitating the figure of the placed toy 
20 (hereinafter referred to as ^^toy character") appear on 
a fighting screen as an operational object character of 
the player (hereinafter, simply ^^operational object 
character") , then, according to operations of changing 
the placed position and the direction of the toy 20, 
operates the corresponding operational-object character. 
As toys 20 to be placed on the input pad 4 0, various 
figures of toys 20 are prepared, for example, a 
^Minosaur" figured toy, a ^^human" figured toy, a ^^cat" 
figured toy, and the like. A description will be given 
below assuming that a piece of toy 20 (hereinafter, 
properly ''''operational toy 20") is placed on the detection 
area E of the input pad 40 when the game moves into a 
fighting mode, and a toy character imitating the toy 20 
appears on a fighting screen as an operational-object 
character. 
[ 0042] 

FIG. 3A shows one example of a placement state of an 
operational toy 20 on the input pad 40. Within the 
detection area E on the input pad 40 shown in FIG. 3A, a 
^'dinosaur" figured operational toy 20 is placed. 
[ 0043] 

FIG. 3B illustrates one example of a fighting area 
set in a game space. The fighting area includes an own 
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fighting area ElO that is set corresponding to the 
detection area E of the pad 40, and an enemy fighting 
area E20. As shown in FIG. 3B, in the own fighting area 
ElO, the ""Minosaur" figured toy character CIO is disposed 
as an operational-object character at the position 
corresponding to the placed position of the operational 
toy 20 shown in FIG. 3A. In the enemy fighting area E20, 
an enemy character C20 is disposed at an arbitrary 
position. When the game has proceeded to the fighting 
mode, the player places a piece of toy 20 out of toys 20 
having on hand onto a desired position on the detection 
area E, so that the operational-object character appears 
in the fighting area. 
[ 0044] 
[ Principle] 

In the embodiment, when the game proceeds into the 
fighting mode, the operational-object character is 
controlled in its operation and movement according to 
various operational inputs, such as a move operation and 
a turn operation with changing the placed position and 
the direction of the operational toy 20 placed on the 
input pad 40, and a double-tap operation with two times 
of continuous tapping of the operational toy 20. 
[ 0045] 

(1) Move Operation of Placed Position 

When the operational toy 20 is slid to move on the 
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input pad 40, the operational-object character is moved, 
for example. 
[ 0046] 

FIGS. 4A and 4B illustrate movement of the 
operational-object character according to the move 
operation of the placed position of the operational toy 
20 on the input pad 40. FIG. 4A shows change of a 
placement state of the operational toy 20 in the 
detection area E of the input pad 40, and FIG. 4B shows 
one example of a fighting screen WIO displayed according 
to the change of a placement state of the operational toy 
20 shown in FIG. 4A. That is, as a placed position of 
the operational toy 20 is moved on the input pad 4 0 as 
shown in FIG. 4A, the operational-object character ClOO, 
as shown in FIG. 4B, moves in the own fighting area ElOO 
following a moving path of the operational toy 20 on the 
input pad 40. Here, if the operational toy 20 is simply 
changed its placed position without sliding to move the 
operational toy 20 on the input pad 40, the operational- 
object character may be operated to move to a 
corresponding position in the game space, 
t 0047] 

(2) Turn Operation 

When the operational toy 20 is turned on the input 
pad 40, the operational-object character performs attack 
motion corresponding to a turning direction, for example. 
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[ 0048] 

FIGS. 5A and 5B illustrate motion of the 
operational-object character corresponding to the right- 
turn operation of the operational toy 20 on the input pad 
40. FIG. 5A shows change of a placement state of the 
operational toy 20 in the detection area E of the input 
pad 40, and FIG. 5B shows one example of a fighting 
screen W20 displayed according to the change of a 
placement state of the operational toy 20 shown in FIG. 
5A. That is, when the operational toy 20 placed on the 
input pad 40 is turned right at the placed position as 
shown in FIG. 5A, an operational-object character C120 in 
an own fighting area E120, as shown in FIG. 5B, performs 
attack motion against an enemy character C220 using a 
^^shield'' held in its left hand. 
[ 0049] 

FIGS. 6A and 6B illustrate motion of the 
operational-object character corresponding to the left- 
turn operation of the operational toy 20 on the input pad 
40. FIG. 6A shows change of a placement state of the 
operational toy 20 in the detection area E of the input 
pad 40, and FIG. 6B shows one example of a fighting 
screen W30 displayed according to the change of a 
placement state of the operational toy 20 shown in FIG. 
6A. That is, when the operational toy 20 placed on the 
input pad 40 is turned left at the placed position as 
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shown in FIG. 6A, an operational-object character C140 in 
an own fighting area E140, as shown in FIG. 6B, performs 
attack motion against an enemy character C24 0 using a 
^^sword'' held in its right hand. 
[ 0050] 

(3) High-speed Move 

When the operational toy 20 is moved in high speed 
on the input pad 40^ the operational-object character 
performs attack motion according to a distance from an 
enemy character, for example. 
[ 0051] 

FIGS. 7A and 7B illustrate motion of the 
operational-object character corresponding to the high- 
speed move operation of the operational toy 2 0 on the 
input pad 40. Specifically, FIG. 7A shows one example of 
a fighting screen W40 displayed in case that a distance 
between an operational-object character C150 in an own 
fighting area E150 and an enemy character C250 in an 
enemy fighting area E250 is less than a predetermined 
threshold value. That is, the operational-object 
character C150, as shown in FIG. 7A, performs direct 
attack motion against the enemy character C250, using a 
weapon ^^sword'' held in its right hand, corresponding to 
the high-speed move operation of the operational toy 20 
on the input pad 40. FIG. 7B shows a fighting screen W50 
displayed in case that the distance is larger than the 
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threshold value^ that is, corresponding to the high-speed 
move operation of the operational toy 20, the 
operational-object character C160 in an own fighting area 
E160 perforins remote attack motion against an enemy- 
character C260 in an enemy fighting area E260, using a 
weapon ^^stone''. 
[ 0052] 

(4) Double Taps 

Corresponding to double taps of the operational toy 
20 on the input pad 40, the operational-object character 
performs attack operation with a special magic. 
Specifically, corresponding to the double taps of the 
operational toy 20, for example, a summoned character 
appears at a given position in the fighting area, and 
performs attack motion against enemy characters. 
[ 0053] 

FIG. 8 shows one example of a fighting screen W60 
displayed according to double taps of the operational toy 
20 on the input pad 40. As shown in the drawing, an 
operational-object character C180 is displayed in an own 
fighting area E180, and enemy characters C280 and C282 in 
an enemy fighting area E280. In the enemy fighting area 
E280, a summoned character C380 is displayed, and the 
character C380 performs attack motion against the enemy 
characters C280 and C282. 
[ 0054] 
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[ Functional Structure] 

FIG. 9A is a block diagram showing one example of 
the internal structure of a toy 20. The toy 20 includes 
a coil 210, a power circuit 230 and a toy-side IC 250. 
The IC 250 has a memory 252 consisting of a RAM, a ROM, 
and the like. The coil 210 is provided for communicating 
with an antenna coil 42 (see FIG. 10) in the input pad 40, 
which will be explained later, based on electromagnetic 
induction, and structured by a wire-wound coil or the 
like. The power circuit 230 rectifies current induced in 
the coil 210 to supply a predetermined voltage to the IC 
250, including a capacitor and the like. The toy-side IC 
250 is automatically powered by the voltage supplied from 
the power circuit 230, and functions as a controller for 
outputting information stored in the memory 252 to the 
input pad 40 through the coil 210. Specifically, the IC 
250 transmits, to the input pad 40 through the coil 210, 
an ID code stored in an ID code storing area 252a. 
[ 0055] 

The ID code is information for identifying a toy 20, 
the information having in combination a model code for 
indicating a toy model of the toy 20 and an 
identification code for identifying the toy 20. FIG. 9B 
shows one example of the ID code stored in the ID code 
storing area 252a. In an ID code ^'K15_00333" shown in 
FIG. 9B, the former part ^'K15" indicates a model code of 
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the toy 20, and the latter part '"00333" an identification 
code. Here, the toy model means a kind of toy 20 
classified according to figures of toys 20, so that the 
model code can identify the toy model of the toy 20. The 
identification code is information, such as a serial 
number of a toy 20, for example, particularly allotted to 
the toy 20. With this ID code, the toy 20 is uniquely 
identified. 
[ 0056] 

FIG. 10 is a block diagram showing one example of 
internal configuration of the game apparatus 10 and the 
input pad 40 connected thereto. 
[ 0057] 

The input pad 40 includes an antenna coil 42 as a 
coil part, and an input pad controller 44. The input pad 
controller 44 controls current flow and voltage in the 
antenna coil 42 to be changed so as to detect position 
coordinates group on the detection area corresponding to 
the coil positions of the placed toy 20, as well as 
performs data communication with the toy 20 and receives 
the ID code through the antenna coil 42. Then the input 
pad controller 4 4 generates placement state information 
in which the received ID code of the toy 20 is made 
associated with the detected position coordinates group, 
and outputs it to a processing unit 200 of the game 
apparatus 10. 
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[ 0058] 

There is executed by the input pad controller 44 as 
described above the processing for detecting the placed 
position of the toy 20 and for receiving the ID code 
stored in the toy 20, for example, at predetermined time 
intervals, and the placement state information output to 
the processing unit 200 is stored and held in placement- 
state history information 420 in the game apparatus 10, 
which will be described later. 
[ 0059] 

The game apparatus 10 includes an operation unit 100, 
a processing unit 200, a display unit 300, a memory 400, 
and an external memory 500, 
[ 0060] 

The operation unit 100 is provided so that the 
player operating the game apparatus 10 can input game- 
related various operations, such as movement of the 
operational-object character. This unit 100 corresponds 
to the game controller 3 shown in FIG. 1. Operation 
signals input from the operation unit 100 are output to 
the processing unit 200. 
[ 0061] 

The processing unit 200, based on programs and data 
stored in the memory 400, performs control of entire game 
apparatus 10, instruction to each functional part of the 
game apparatus 10, and various processing such as image 
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processing and voice processing. These functions of the 
processing unit 200 are implemented with given programs 
and hardware^ such as various processors (CPU, DSP, or 
the like), ASICs (gate-array or the like), and the like. 
[ 0062] 

When the placement state information is input from 
the input pad 40, the processing unit 200 updates the 
placement-state history information 420. The placement- 
state history information 420 stores the placement state 
information input from the input pad 40, and when the 
placement state information is newly input from the input 
pad 40, the input placement state information is written 
in addition by the processing unit 200. 
[ 0063] 

FIG. 11 shows one example of the placement-state 
history information 420. As shown in the drawing, the 
placement-state history information 420 stores the ID 
code of a toy 20, and the placement state information 
associated with the position coordinates group in the 
detection area corresponding to the coil positions of the 
toy 20. A state change detecting section 224, to be 
explained later, recognizes relationship of disposed 
positions of the coils based on the position-coordinates 
group . 
[ 0064] 

The processing unit 200 includes a game arithmetic 
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section 220 and an image generating section 240 as main 
functional sections . 
[ 0065] 

The game arithmetic section 220 executes various 
games processing according to operation signals input 
from the operation unit 100 and game programs 410 stored 
in the memory 400^ and outputs processing results to the 
image generating section 240. The games processing 
includes setting process for a game space; disposition 
process of the object in the game space; calculating 
process relating to the position and direction, moving 
speed, advancing direction for a character, etc.; 
determination process for a viewpoint and a view 
direction of a virtual camera; and game progressing 
process such as story development. 
[ 0066] 

The image generating section 24 0 generates a game 
image for each frame based on the calculated results by 
the game arithmetic section 220, and outputs image 
signals of the generated image to the display unit 300. 
[ 0067] 

The game arithmetic section 220 includes functional 
sections called a fight controller 222 and a state change 
detecting section 224. The fight controller 222 executes 
a fight control process according to a fight control 
program 412 when the game has proceeded to a fighting 



34 



mode, and the state change detecting section 224 executes 
a state change detecting process according to a state 
change detecting program 414. 
[ 0068] 

FIG. 12 shows an operation flowchart of the fight 
controller 222 according to the fight control process 
implemented by execution of the fight control program 412. 
As shown in the drawing, the fight controller 222 first 
sets correlation between the detection area of the input 
pad 40 and the fighting area in the game space, and 
generates a detection area/ fighting area correlation 
table 430 (step SIO) . 
[ 0069] 

FIG. 13 shows one example of the detection area/ 
fighting area correlation table 430. As shown in the 
diagram, the detection area/ fighting area correlation 
table 430 stores coordinates of four corners of the 
detection area on the input pad 40, and coordinates of 
four corners of the fighting area set in the game space, 
respectively correlated with each other. The fight 
controller 222 calculates a position in the fighting area 
corresponding to a position in the detection area, using 
the correlation between the detection area and the 
fighting area based on the detection area/ fighting area 
correlation table 430. 
[ 0070] 
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Then, the fight controller 222 waits for placement 
operation of a toy 20 (step S20) . Specifically, when new 
placement state information is input from the input pad 
40 and the placement-state history information 420 is 
updated by the processing unit 200, the fight controller 
222 determines that a toy 20 has been placed, the toy 20 
having an ID code allotted thereto included in the new 
placement state information. 
[ 0071] 

If the toy 20 is placed on the input pad 40 (step 
S20: YES), the fight controller 222 executes the 
following process based on the placement state 
information newly added to the placement-state history 
information 420 (hereinafter, ^'objective placement state 
information") . That is, the fight controller 222 first 
reads the ID code from the objective placement state 
information, and selects corresponding toy-character data 
from toy character information 4 60 (step S30) . 
[ 0072] 

FIG. 14 shows one example of the toy character 
information 4 60. As shown in the diagram, there are 
stored in the toy character information 4 60 for each 
model code, toy-character name representing the 
corresponding toy 20, toy-character figure presenting the 
toy 20, character data of the toy character, and action 
data of the toy character (to be explained later in 
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detail) . 
[ 0073] 

There is stored in the character data various 
information, such as parameter information on the 
corresponding toy character, image information on the toy 
character, motion pattern information for motion control, 
and the like. The parameter indicates the information 
uniquely defined for each toy character, including 
initial values for various capacity values, such as level, 
HP, attack power, quickness and recovering power, 
possessing items or available magic, and the like. 
[ 0074] 

Next, the fight controller 222 disposes a toy 
character, representing the placed toy 20, in the own 
fighting area as an operational-object character (step 
S40) . Specifically, the fight controller 222 reads the 
position coordinates group from the objective placement 
state information, and calculates, based on the detection 
area/ fighting area correlation table 430, the position 
in the own fighting area corresponding to the placed 
position of the toy 20, and also decides the direction of 
the toy character to be disposed. Then, based on the toy 
character data selected at step S30, the fight controller 
222 disposes the selected toy character at the calculated 
position in the own fighting area with the decided 
direction. 
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[ 0075] 

After disposing the operational-object character in 
the own fighting area, the fight controller 222 disposes 
an enemy character in an enemy fighting area, and 
controls the motions of the operational-object character 
to execute a fighting process against the enemy character. 
To be concrete, based on a state change of the toy 20 
detected by the state change detecting section 224, the 
fight controller 222 executes processing for disposing 
the operational-object character, and processing for 
controlling fighting motions of the operational-object 
character, and then outputs the processing result to the 
image generation section 240. 
[ 0076] 

The operation of the state change detecting section 
224 will be explained. The state change detecting 
section 224 detects a state change of the toy 20 on the 
input pad 40, based on the placement state information 
input from the input pad 40 at appropriate timing, and 
sends the detected state change information to the fight 
controller 222. 
[ 0077] 

Specifically, when the processing unit 200 updates 
the placement state history information 420, the state 
change detecting section 224 recognizes disposed 
positional relation among coils of the toy 20 side, based 
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on newly added placement state information, to detect the 
direction of the toy 20. If the state change detecting 
section 224 determines, by comparing with the previously 
input placement state information, that the direction of 
the toy 20 only has been changed, the detecting section 
224 determines that the turn operation of the toy 20 has 
been input, and outputs the state change information 
^'turn operation'' to the fight controller 222. If the 
state change detecting section 224 determines, by 
comparing with the previously input placement state 
information, that the placed position has been changed, 
and an elapse time, from the beginning of movement to the 
end of placed-position transit operation of the toy 20, 
is less than a predetermined threshold value with larger 
positional change than a predetermined distance, the 
detecting section 224 determines that the high-speed move 
operation of the toy 20 has been input, and outputs the 
state change information ^^high-speed move" to the fight 
controller 222. If the elapse time up to the end of 
placed-position transit operation of the toy 20 is more 
than the threshold value, the detecting section 224 
determines that the move operation of the toy 20 has been 
input, and outputs the state change information ^^move" to 
the fight controller 222. Further, if double-tap 
operation of the toy 20 has been detected, the detecting 
section 224 outputs the state change information ^'double 
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taps'' to the fight controller 222. 
[ 0078] 

When the state change information is input from the 
state change detecting section 224, the fight controller 
222 determines that state change of the toy 20 has been 
detected. As shown in FIG. 12, if the fight controller 
222 detects the state change of the toy 20 (step S50: 
YES) , the controller 222 refers to the toy character 
information 4 60, reads out the corresponding action 
pattern based on the state change information from the 
action data associated with the ID code of the toy 20, 
and executes the action (step S60) . 
[ 0079] 

FIG. 15 shows one example of action data. The 
action data is information defined particularly to each 
toy model in the toy character information 4 60, and has 
state change items of the toy 20, and corresponding 
action patterns, which are stored therein. The action 
data shown in FIG. 15 is one example of that for Gigarock, 
which corresponds to record LIO in FIG- 14. 
[ 0080] 

According to the action data shown in FIG. 15, if 
the state change information ^^move" is input from the 
state change detecting section 224, for example, the 
fight controller 222, according to an action pattern 
shown in record L20, changes a disposed position of the 
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operational-object character in the own fighting area to 
a position corresponding to the present placed position 
of the operational toy 20. That is, the fight controller 
222 first refers to the placement state history 
information 420 to read a position coordinates group of 
the toy 20 from the latest placement state information. 
Then, according to the detection area/ fighting area 
correlation table 430, the fight controller 222 
calculates the position in the own fighting area 
corresponding to the placed position of the toy 20, and 
also decides the direction of the toy character to be 
disposed. Next, according to the toy character data 
selected at step S30, the fight controller 222 disposes 
the corresponding toy character at the calculated 
position in the own fighting area with the decided 
direction. 
[ 0081] 

If the state change information ^^right turn'' is 
input from the state change detecting section 224, the 
fight controller 222 controls the motion of the 
operational-object character according to an action 
pattern shown in record L22 to have the operational- 
object character perform attack motion using the weapon 
^^shield'' held in its left hand. 
[ 0082] 

If the state change information ^'left turn" is input 
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from the state change detecting section 224, the fight 
controller 222 controls the motion of the operational- 
object character according to an action pattern shown in 
record L24 to have the operational-object character 
perform attack motion using the weapon ^'sword" held in 
its right hand. 
[ 0083] 

If the state change information ^^high-speed move" is 
input from the state change detecting section 224, the 
fight controller 222 controls the motion of the 
operational-object character according to an action 
pattern shown in record L2 6. That is, the fight 
controller 222 obtains a distance between the 
operational-object character and the enemy character in 
the fighting area, and if the distance is less than a 
threshold value V, the controller 222 controls the motion 
of the operational-object character so as to perform 
direct attack motion using the weapon ^^sword" held in its 
right hand. And if the distance between the operational- 
object character and the enemy character in the fighting 
area is not less than the threshold value V, the 
controller 222 controls the motion of the operational- 
object character so as to perform remote attack motion 
using the weapon ^^stone". 
[ 0084] 

If the state change information ^'double taps" is 
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input from the state change detecting section 224, the 
fight controller 222 disposes a summoned character at a 
given position in the fighting area according to an 
action pattern shown in record L28, and controls the 
motion of the summoned character so as to perform 
predetermined attack motion . 
[ 0085] 

The fight controller 222 returns the process to step 
S50 to watch detection of the state change until the 
fighting mode ends, and if the fighting mode ends (step 
S70: YES), then the present process ends. 
[ 0086] 

Meanwhile, parameter values of the operational- 
object character are defined in the toy character 
information 4 60 as described before with initial 
parameter values of the corresponding toy character, and 
change according to fighting history and the lilce. The 
changed parameter values are stored in player-holding 
toys information 512 by the fight controller 222. 
[ 0087] 

FIG. 16 shows one example of player-holding toys 
information 512. As shown in the diagram, there are 
stored in the player-holding toys information 512 ID 
codes, corresponding toy character names and parameter 
information associated with one another. The fight 
controller 222 updates the parameter information of the 
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operational-object character at predetermined timing 
during the game, such as the end of fighting mode, and 
updates the player-holding toys information 512 based on 
the ID code of the operational toy 20 corresponding to 
the operational-object character. The fight controller 
222 reads out the parameter information of the 
operational-object character in the fighting mode from 
the player-holding toys information 512. Further, when a 
newly prepared toy 20 which a player obtained or the like 
is placed on the input pad 40, that is, when a record, 
including an ID code that matches an ID code input from 
the pad 40, is not found in the player-holding toys 
information 512, the fight controller 222 stores in the 
player-holding toys information 512 the ID code and a 
record including the corresponding toy character name and 
parameter information, which are generated to be stored 
in the toy character information 4 60. 
[ 0088] 

The display unit 300 corresponds to the display 2 
shown in FIG. 1, and displays a game image (for example, 
the fighting screen WIO shown in FIG. 4B) input from the 
image generating section 240. The player operates the 
toy 20 watching the game image displayed on the display 
unit 300 to move the operational-object character and 
enjoys the game. 
[ 0089] 
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The memory 400 stores various processing programs 
and data, particularly includes game program 410, 
placement-state history information 420, detection area/ 
fighting area correlation table 430, and toy character 
information 460, and the game program 410 has a fight 
control program 412 and a state change detecting program 
414. 
[ 0090] 

In the external memory 500, various data are stored 
by the processing unit 200, and play data 510 including 
player-holding toys information are stored. This 
external memory 500 corresponds to the information 
storage medium 6 shown in FIG. 1, such as a memory card 
and an IC card removably mounted on the game apparatus 10. 
[ 0091] 

[ Hardware Configuration] 

A description will be given of one example of 
hardware configuration for implementing the game 
apparatus 10 according to the embodiment with reference 
to FIG. 17. The apparatus shown in FIG. 17 includes CPU 
1000, ROM 1002, RAM 1004, information storage medium 1006, 
image generating IC 1010, sound generating IC 1008, I/O 
port 1012 and 1014, these parts being connected to one 
another via system bus 1016 capable of inputting and 
outputting data. The I/O port 1012 is connected to a 
control device 1022, and the I/O port 1014 to a 
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communication device 1024. 
[ 0092] 

The CPU 1000 executes entire control of the 
apparatus and various data processing, according to 
programs stored in the information storage medium 1006, 
system programs ( information for initializing the host 
device, etc.) stored in the ROM 1002, and signals input 
from the control device 1022. 
[ 0093] 

The RAM 1004 is a memory used as a work area and the 
lilce of the CPU, and stores given contents in the 
information storage medium 1006 and the ROM 1002, and 
calculated results of the CPU. 
[ 0094] 

The information storage medium 1006 mainly stores 
programs, image data, play data, etc. As the medium, 
memory such as ROM, hard disk, game cassette, IC card, 
magnetic disk, optical disk, or the like are used. 
Functions of this information storage medium 1006 
correspond to those of the memory 400 shown in FIG. 10. 
[ 0095] 

The image generating IC 1010 and the sound 
generating IC 1008 provided in the apparatus output 
appropriate images and sounds, respectively. 
[ 0096] 

The image generating IC 1010 is an integrated 
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circuit for generating pixels information according to 
instructions from the CPU based on the information sent 
from ROM 1002, RAM 1004, information storage medium 1006, 
etc. The generated display signals are output to a 
display device 1018. The display device 1018 is 
implemented by CRT, LCD, TV, plasma display, projector, 
or the like, and corresponds to the display unit 300 
shown in FIG. 10. 
[ 0097] 

The sound generating IC 1008 is an integrated 
circuit for generating, due to the instructions from the 
CPU, sound signals according to the information stored in 
the information storage medium 1006 and the ROM 1002, and 
sound data stored in the RAM 1004. The generated sound 
signals are output by a speaker 1020. 
[ 0098] 

The control device 1022 is a device through which a 
player performs operational input for a game, and its 
functions are implemented by hardware, such as a lever, 
buttons and a case. This control device 1022 corresponds 
to the operation unit 100 shown in FIG. 10. 
[ 0099] 

The communication device 1024 communicates 
information to be used inside the apparatus with the 
outside, and is used for sending/receiving given 
information according to programs to/from other devices 
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through a communication line connected thereto. 
[ 0100] 

Processing described above^ such as game proceeding 
process, is executed by the information storage medium 
1006 storing the game programs 410 shown in FIG. 10, and 
CPU 1000, image generating IC 1010 and sound generating 
IC 1008 working according to these programs. The CPU 
1000 and the image generating IC 1010 correspond to the 
game arithmetic section 222 shown in FIG. 10, and the 
image generating IC 1010 corresponds to the image 
generating section 240 shown in FIG. 10. 
[ 0101] 

Alternatively, processing executed by the image 
generating IC 1010, the sound generating IC 1008, etc. 
may be executed by software using CPU 1000, a general- 
purpose DSP, or the like. In this case, the CPU 1000 
corresponds to the processing unit 200 shown in FIG. 10. 
[ 0102] 

As described above, according to the embodiment, the 
move operation, turn operation and tap operation of the 
toy 20 can be detected based on the placed position and 
the direction of the toy placed on the input pad 40. And, 
motions of the operational-object character disposed in 
the fighting area established in the game space can be 
controlled according to various operational inputs by the 
toy 20. 
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[ 0103] 

Further, action data are set for every toy model of 
the toys 20 in the toy character information 460, so that, 
according to the toy model of the toy 20 placed on the 
input pad 40, motions of the operational-object character 
corresponding to the same operational input for the toy 
20 can be changed, 
[ 0104] 

In the embodiment, the operational-object character 
is moved according to the move operation of the toy 20 on 
the input pad 4 0, but the following method may be adopted. 
That is, when move operation of the toy 20 is input, the 
state change detecting section 224 may stand by for a 
given time from the present time, and may detect a path 
shape drawn by the toy 20 based on the placement state 
information stored in the placement state history 
information 420 during the given time. The fight 
controller 222, for example, may have the operational- 
object character perform magic attack operation 
corresponding to the path shape detected by the state 
change detecting section 224. 
[ 0105] 

FIG. 18 shows one example of action patterns 
corresponding to the state change item ^^move''. As shown 
in the diagram, according to the moving path shapes of 
the toy 20, action patterns are defined for the 
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operational-object character to perform respective 
different magic attacks. Specifically^ in the embodiment 
described above, instead of the action pattern ^^move" in 
the state change item shown as record L20 of FIG. 15, 
action patterns shown in FIG. 18 may be set. The fight 
controller 222 reads and carries out the action pattern 
corresponding to the path shape of the toy 20 on the 
input pad 40, which the state change detecting section 
224 has detected. 
[ 0106] 

When the turn-operation of the toy 20 on the input 
pad 40 is input, motion of the operational-object 
character may be controlled according to an amount of 
turn of the toy 20 due to the turn operation. For 
example, for the action data in the toy character 
information 460, motions of the operational-object 
character according to the amount of turn of the toy 20 
may be defined in advance as the action pattern 
corresponding to the state change item ^^turn". The state 
change detecting section 224 detects the amount of turn 
due to the directional deviation of the toy 20 when the 
turn operation of the toy 20 is input. Then, the fight 
controller 222 reads and carries out the action pattern 
corresponding to the amount of turn of the toy 20 on the 
input pad 40, which the state change detecting section 
224 has detected. 
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[ 0107] 

When the move operation of the toy 20 on the input 
pad 40 is inputs motion of the operational-object 
character may be controlled according to a moving speed 
of the toy 20 due to the move operation. For example, 
for the action data in the toy character information 4 60, 
motions of the operational-object character according to 
the moving speed of the toy 20 may be defined in advance 
as the action pattern corresponding to the state change 
item ^'move". The state change detecting section 224 
detects the moving speed based on the placed-position 
deviation per unit time of the toy 20 when the move 
operation of the toy 20 is input. Then, the fight 
controller 222 reads and carries out the action pattern 
corresponding to the moving speed of the toy 20 on the 
input pad 40, which the state change detecting section 
224 has detected, 
t 0108] 

Motion of the operational-object character may be 
controlled according to the direction of the operational- 
object character at attack timing. To be concrete, first, 
the state change detecting section 224 detects the 
direction of the operational object character at the 
attack timing. Next, if the detected operational-object 
character faces the enemy fighting area side, the fight 
controller 222 controls the motion of the operational 
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object character to perform fighting operation against 
the enemy character. And, if the detected operational- 
object character faces the reverse side to the enemy 
fighting area, the fight controller 222 controls the 
motion of the operational-object character to perform 
recovery operation. 
[ 0109] 

In the embodiment, the operational-object character 
is operated according to double taps of the operational 
toy 20 on the input pad 40, but the operational-object 
character may be operated according to the niomber of taps 
of the operational toy 20 on the input pad 40. That is, 
for example, for the action data in the toy character 
information 4 60, motions of the operational-object 
character according to the number of taps of the toy 20 
may be defined in advance as the action pattern 
corresponding to the state change item ^'taps". The state 
change detecting section 224 outputs to the fight 
controller 222 the number of taps according to the tap 
operation of the toy 20. Then, the fight controller 222 
reads and carries out the action pattern corresponding to 
the number of taps of the toy 20 on the input pad 40, 
which the state change detecting section 224 has detected. 
[ 0110] 

[ Modifications] 

Although a preferred embodiment of the invention has 
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been explained, the invention is not limited to the 
above-described embodiment, and various modifications may 
be made as needed without departing from the scope of the 
invention. 
[ 0111] 

For example, when a fighting area corresponding to 
the detection area on the input pad 40 is set in the game 
space, the size of the fighting area may be variable. 
[ 0112] 

Specifically, the fight controller 222 waits for 
placement operation of the toy 20, and, according to the 
ID code of the placed toy 20, reads out the parameter 
information of the corresponding operational-object 
character from the player-holding toys information. Then, 
the fight controller 222 decides the size of the fighting 
area according to the read parameter information of the 
operational-object character. More specifically, the 
fight controller 222 decides the size of the fighting 
area according to a level value set to the operational- 
object character. With this, a movable area of the 
operational-object character at the time of fighting can 
be varied according to the level of the operational 
object character representing the toy 20 placed on the 
input pad 40. 
t 0113] 

Additionally, when the player operates the toy on 
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the input pad 40, the operational-object character may be 
operated according to the force applied to the toy from 
the outside thereof (gripping strength) . FIG. 19 is a 
block diagram showing one example of internal 
configuration of the toy 20' in this case. The toys 20' 
shown in the diagram includes coil 210' , power circuit 
230' , toy-side IC 250' , and pressure sensor 270' . This 
configuration is added the pressure sensor 270' to the 
configuration of the toy 20 shown in FIG. 9A of the 
embodiment described above. The pressure sensor 270' is 
automatically enabled by the voltage supplied from the 
power circuit 230' to change the inductance of the coil 
210' according to the force applied to the toy 20' . 
[ 0114] 

The input pad 40 detects the position coordinates 
group of coils of the placed toy 20' and the gripping 
strength of the toy 20' using change of electric field 
produced by electromagnetic induction between the input 
pad 40 and the toy 20' . The input pad controller 44 
generates and outputs to the game apparatus 10 the 
placement state information including the received ID 
code of the toy 20' , the detected position coordinates 
group and gripping strength associated with each other. 
[ 0115] 

On the other hand, in the game apparatus 10, for 
example, for the action data in the toy character 
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information 4 60, motions of the operational-object 
character according to the amount of change of the 
gripping strength of the toy 20' may be defined in 
advance as the action pattern corresponding to the state 
change item ^^gripping strength". The state change 
detecting section 224 detects the amount of change of the 
gripping strength of the toy 20' according to the 
gripping strength of the toy 20' detected by the input 
pad 40, and outputs the amount of change to the fight 
controller 222. Then, the fight controller 222 reads and 
carries out the action pattern corresponding to the 
detected amount of change of the gripping strength of the 
toy 20' . Alternatively, parameter value relating to the 
attack power of the operational object character may be 
varied considering the gripping strength. For example, 
as explained in the above embodiment, when the fight 
controller 222, according to the state change item ^^right 
turn" input from the state change detecting section 224, 
causes the operational-object character to perform attack 
operation according to the corresponding action pattern 
stored in the toy character information 4 60, the 
parameter value relating to the attack power may be 
temporarily increased or decreased by a predetermined 
amount according to the gripping strength of the toy 20' . 
With this method, the operational-object character can be 
operated according to the force level by which the player 
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grips the toy 20' . 
[ 0116] 

Alternatively, the fight controller 222 may decide 
the size of the fighting area according to game progress, 
such as the number of enemy characters that the 
operational-object character has met before going into 
the fighting mode, or a place where it encounters the 
enemy character. 
[ 0117] 

In the embodiment described above, when the game is 
in the fighting mode, a character imitating the figure of 
a toy 20 appears in the fighting screen as the 
operational-object character by placing the toy 20 on the 
input pad 40, and the operational-object character is 
operated by changing the placed position and the 
direction of the toy 20. But this operation is not 
limited to the fighting mode, and the operation of 
changing the placed position and the direction of the toy 
20 may control the game progress like story development 
of the game. 
[ 0118] 

In the above embodiment, a game applied to RPG is 
exemplified, but the invention is applicable to various 
games that are enjoyed by operating characters, as in 
sport games liJce soccer game and baseball game, and 
fighting games. For example, the invention may be 
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applied to operational inputs of a soccer game. 
Specifically, a free-kick operation by an operational- 
object character may be controlled according to the 
operational inputs of a toy 20 on the input pad 40. That 
is, operations of the operational-object character may be 
controlled according to moving speed, path shapes at the 
time of movement of the toy 2 0 on the input pad 40, the 
operation including approach running speed, kick-motion 
timing, and ball-kicking directions. 
[ 0119] 

In the above embodiment, a description is given of 
fighting against an enemy character by computer control 
with a player operating the toy 20 on the input pad 40. 
Instead of one input pad 40, by connecting two input pads 
40 to the game apparatus 10, a first player operating a 
toy 20 on a first input pad 40 may fight against a second 
player operating a toy 20 on a second input pad 4 0 each 
other. In this case, the game apparatus 10 includes a 
fight controller 222' for controlling the fight between 
the first player and the second player. The apparatus 10 
also includes a first state change detecting section for 
the first input pad 40 and a second state change 
detecting section for the second input pad 40, similar to 
the state change detecting section 224. The first and 
the second state change detecting sections detect the 
respective state changes of the toys 20 on the input pads 
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4 0, according to placement state information input from 
the respective input pads 40 at appropriate timing, and 
output them to the fight controller 222' . According to 
the state change of each toy 20 on the input pad 40, the 
fight controller 222' refers to the toy character 
information 4 60, reads and carries out action patterns 
corresponding to action data associated with the ID code 
of each toy 20 to control the fighting between the first 
player and the second player. 
[ 0120] 

In the above embodiment, a description is given of 
appearing a toy character imitating the toy 20 on the 
fighting screen as an operational-object character of the 
player, by placing the toy 20 forming one of various 
figures on the input pad 40. Instead of this, by placing 
a card (printed matter) , having a character picture 
printed thereon, on the input pad 40, the character 
printed on the card may appear on the fighting screen as 
the operational-object character of the player. That is, 
by placing the card on the input pad 40, the card having 
an embedded memory storing a model code identifying a 
character model printed on the card and an ID code 
including an identification code to identify the card, 
the game apparatus 10 identifies the card placed on the 
input pad 40, and causes the character printed on the 
card to appear on the fighting screen as the operational- 
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object character of the player. 

Industrial Applicability 
[ 0121] 

As practical applications for implementing the game 
apparatus 10 according to the present embodiment, the 
invention is not limited to the home-use game system 
described above, and may be applicable, for example, to 
portable terminals, such as portable game devices, 
personal computers, cellular phones and PDAs. 



